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THE METROID MENACE 

Broken Peace 

The galasy once ertioyed a period ot peace and prosperity. 
Trade 3ires were open, the citizens were happy and the Galactic 
Federaiion Kept a watchful eye over the planets. 

Mot long ago. that peace was broken by a startling disoovery. 

The Dawn of the Metrolds 

On a routine survey mission of the planet SR33S, the crew of a 
Galactic federation vessel discovered a new airborne life form 
and gave it the name “Metroid.” These oreatureSr which could 
engulf other fiving beings and take away their energy, proved to 
be strong and proiific. After just a few seconds of Beta-Ray 
bombardment, a single Melroid became Iwo Metro ids, and then 
four. 

Several Metro id specimens were gathered so that the survey 
vessel crew could lake them to Galactic Federation Headquarters 
tor further examination. 

As the crew sped towards headquarters, they were ambushed 
by space pirates from the planet Zebes, The pirates stole the 
Metroids and took them to their home planet, where the planet- 
leading Mother Brain created a Metroid force. 



i iit 1 i I 111 " T7, 


Enter Samus 

Bounty hunter Samus Aran was commissioned by the Galactic 
Federation to eliminate the space pirates and do away with (he 
dangerous Meiroids. Samus landed on Zebes alone and carried 
out her mission with speed and precision. 

After the skirmish on Zebes, a special corps was assigned by 
the Galactic Federation to destroy the Metroids on SRSftB. That 
corps was never heard from again. 

The Supreme Council gave Samus the job to fly to SR308 and 
do what the special corps could not do—make the Metroids 
extinct. 
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Return to SR38S 

The Metro ids on SR3es 
were more advanced than ' 
the creatures on Zebes. 

These monsters couid , 

shed their skins and grow 
even stronger. Sam us ' 

worked deep below the 

the Metmids in her path, 

Her final victory was against the enormous Metroid Queen. 
When the queen was defeated, Sam us discovered a Metroid 
egg which hatched before her eyes. Even this harder^ed bounty 
hunter could not destroy the Metroid larva. When the larva 
sensed Samus' presence, it clung to her as though it had found 
its mother. 

Samus packed up the Metroid larva and took it with her to the 
Space Science Academy on the Galactic Federation Space 

Colony where scientists 

W m t could study the creature 

and understand its special 
organic structure. 



A New Discovery 

The Science Academy scientists found out that the energy' 
producing properties of the Metroid could benefit humankind. 
Their report suggested that the Metroids may have ohginaily been 
created for peaceful purposes. 

Just when it seemed peace and order had been restored^ Samus 
received an emergency directive from the Galactic Federation: 

Emergency] Emergency! Return immediatety to 
the Space Science Academy! 

When Samus made her way to the research facility , she found 
the building in ruins and the Metroid larva was nowhere to be 
found- Out from the darkness came a group of Zebesian space 
pirates and their leader, Ridley, who had the Metroid larva in tow. 
The pirates fled to a rebuHl planet Zebes and Samus followed 
them, resolving to finish them off and save the hatchling! 
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USING THE CONTROLLER 


UR Buttons - 

L button: Aims Samus' weatjon down a\ 
an angle. 

R bolton: Aims Samus' weapon up at 
en angle. 

Press both the U and R buttons 
simuttatieojusly when Samus is kneeling 
to aim straight up. 




SELECT Button 


Press the SELECT Sitnon to cycle through (he 
special item icons at tl>e of ihe screen. 


+ Control Pad 


Upj Aims Samus' weapjon upwards. 

Lett/Right; flakes &amu£ turt to the lelt and right. 

Down: Press or^ce to make Samus kneel, Press again to make Samus roll into a 
hall (If you have the Morphing, BaJI)-. Press down oh the Control Pad while Samus 
Is m the air to aim her weapon dowrwards. 


Super Metroid is a one-player game. Insert the controtler 
plug into Controller Port 1 on v^ui' Super Nintendo 
Entertal n moi>t System \ ? 


- Y Button 

Cartel Button 

Press the V Button to turn off the selected special rtem and switch 
to Samus' beaEh weapon. 

X Button 

Fire button 

Press the X Button to fire beams and launch missiles. Press arid hotd 
the X Button. ficM' rapid fir^e ahota or to charge the beam (it you have the 
Charge Beam item), u y^u have the Bdmb iiem, you coo plant a Qomb 
by pressing the X Button when; Samus has rolled into a ball, 

- A Button 

Jump burton 

Press the A Burton to make Samus jump, If you make her jump wbHe 
she Is runnirig, she will spin in (he air. 


8 Button 

Dash burton 

Press and hold the B Button to make Samus run faster. 

START Button 

Press the START burton during game play to pause the action and 
show the map screen. 


The button assignments described are the initial settings. You can 
change tiiese settings in the controller setting mode (see page 12). 
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PLAYING THE GAME 

J-r- II ’ 


v #^TING SIARTED 

In^rt the Super Metroid^^ Gam« Pak into the Super 
Nintendo Entertainment Syetem* and turn on the power. 
The title screen will appear, foHowed by a demonstration of 
fpnie play. 



title screen 

tn^ START button or A button v/tiile the 
i|[ie spreera i& di-splavad lo go to the Samos Data 


SpUSDATA 

Tt^.^j^amus Oato. di$| 5 lays lbs (wognsss of the three data iites. When you 

a data file, play the gaihe &avo Pia data within sha game, the data file 
will updated. You can also use the Samijs Dala Screen lo copy and clear lilss. 
tlgife the curficrf by pressing Up and Down on the Control Rad to Ihe desired 
_ data file Or toncrtion, then press the A Betton to carry out your choice. 



{ KAHIKK ; 





SiiHigs 


— ■ ■■■■ 

KUHNS 

i: Ucb 

i..i 




1 L^'l^ 

OLCAiiy 
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SAMU5 A/B/C 

Select Samu-s A, B or C data and pross the 
A Sutton lo make the Option Mode Screen 
appear. 

DATA COPY 

This selection iniliatee the dale copy mode 
(See page 17.) 

DATA CLEAR 

This selection initiates the data clear mode 
(See page 17.) 

EXIT 

Thrs selection takas you to the tiito screen. 



DIMTHULLEH StTTiHG MODE 

mciAL sETima mode . 

'S^ELECT W CkK ! '■S'OfMfCEL 





OPTION MODE 

The Option Mode Screen allows you to change controller settings arxf the ta 
languatge. Move the cursor fay pressing Up and Down on (he Conirol Pad btinof^ 
lo the desired entry, then press ihe A button to carry out your choice. 


Note 

If you select JAPANESE TEXT, the controller setting and 
special setting screens will be displayed in Japanese. 




START GAME 

Ssleci this entry when you are ready IP play tlw game. 

ENGLISH TEXT 

Displays the Damp Screan laid in Eriglish. 

JAPANESE TEXT 

Displays Ihe demo screen text in Japanese. 

CONTROLLER BETTfNO MODE 

Allows you to switch lo the Coniroller Setting Screeni. (See page 10.} 

SPECJAL SETTING MODE 

Allows you lo swiicih lo Ihe Sf>6cial Setting Screan. (See page 11.) 
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CONTROLLER SETTING MODE 

mode allows yvDtJ to change tlw miitlal oonttolter snliing^. 


L^UNiitiitii II lime Hum 



1 ilM 

i m: 1 

Urfett 1 

1 HM 

IlfiNCI I 

fvi 

mu 1 



mi:i 1 

IHMN 

ClI> 


hlove Ihe cuf^r to the itom 
lhai you want to ohanga by 
pressing Up and Down on the 
Control Pad, then press the 
buRon to which you wajtt to sot 
the itom. The control Itoiri will 
Chango lo that button. 


that if the L arvd R buttons are set to any iletn other lhan diagortal tiring, the 
co'ri^ item will nol futxlion. 

The Inrtial soHingiS of all buttons other than (he START biitton can be changed, 
the j^w butlon setlings changed at this screen are saved together with the 
game data 

eiurn to the Option Screen. 



SET TO DEFAULT 

iS'i^tjOrt appears whait you bring the Cursor t>elow END. Use it to return all of 
too cfjangad button aesigrrmenia to their initial settings. 


SPECIAL SETTING MODE 

This mode allows you to u&e Special settings during game ptay 


Seled toe itetns by pressing 
Up and Down on the Control 
Pad, then change the selected 
entnes by pressing Left and 
Right. 

The sellings from this screen 
are saved together with toe 
ganto data. 



ICON CANCEL 

Setting this to AUTO will desetoct a specifti weapon when you go through aidoor. - 

AUTO 

Special items are automatically canceled when you pass through a door. 

MANUAL 

Special items are not car>celed until you press the cancel button. 

If you .select a special Hem with the ¥ button pressed during game play, spe 
items that you hevo u$od once will automatically be canceled. 


MOON WALK (shooting while walking backwards) 

When this Is set ON, you can tire beams while walking backwards by 
toe Control Pad oppoeite to the direction which Sarir>us is facing. 




END 

Returns you to the option screen 



















THE GAME SCREEN 


|N- 


ENERGY 
(SPLAY 

15 displays Samus' 
fi?tna»niing arwrgy. 
When ii (alts to 'Vr 




- AUTO SUPPLY 

This shows how 
energy from the 
reserve tanks is 
EUpJpltwJ. 

{&ee page 14.) 



ENERGY TANK - SAMUS ARAN 
ISPLAY 

displays the 
of srtergy 
s (hat Samus 
^irfyiirtgi. The amount 
erie^gy contafned rn 
a single tank is 99 




MAP DISPLAY 

A section of the map 
screen is, i^igplayed 
with Samus' present 
posftion in the center 
of the screen. (See 
page 13 for (tetaiig on 
the erttjre map 
screen.) 


ICON iTEM 
DISPLAY 

This displays the Harris 
that can be seledcd 
by Jhe ilcm select 
button, and their 
remaming amount. 
(See page ^D.) 

hfissilea 
Super Missiles 
Power Bombs 
Grappling Beam 



X-Ray Scope 


SDMI 


MAP SCREEN 


If you press the START button doling game play, ihe apbon will be paused: 
the map screen (pr me current area will be displayed. Press Ihe STAFtT bu 
again to resume play. 





The pink areas on the m 
in.dicete where Sarrtus he 
been. You can gcroll the 
screen by pressing the C^rol 
Pad directions. 



THE FOLLOWING ITEMS ARE DISPLAYED ON THE. 
MAP SCREEN 


Samus' current position 

The position of area teabers 

The position of missile 
charge units 


^ The positFon of data save 
units 


The position of the man / 
computer 

I The last save position 

I 

(The game will start from th^ 
pesitipn when you restart a 
saved game.) 



MAP COMPUTER 

When Samus touches ihe map computer lEFufid 
in each area, you will be able lo access the 
map data lor that area. The areas lhat 
has not been. 10 are dfspiayedi in blue. Thejfe ■ 
are acme bkkfein areas that are nurt allow iain 
area maps. 
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dls4]4a.y allDW£ yi 

Ijgre, Ihe rriap scree]; 
to^l gatne 


that ^rtbus ila a 

tie^S^T-'button, 


:rTr or 
i bLittoo 
II ratum 


Y-: 

[j. 

r 

fr 


* £iyrr 

*eBp<*irf sviT 


* MOfi F-^ih'S eflLL 
ABCM s 
^SPRXHG BALL 
■» SCREW ftlTTACK 


'•OM<WS3E 

?ICE 

WOVE 


^ HP OUTW BOOTS 
’ SPflCfE JUWP 




^AKT 


SUPPLY 

YoLi can supply S^us with energy il yoo lirtd a r&^eive 



BOOTS 

TPvis stio^s the boots that Samas is 


suits Sarrius ts 


AUTO 

SamuB' energy is ainomaticalty refilled to OSt units 
“O'" durirtg game play. 


MANUAL 

Samus' energy is neflHed by units if you fTKive the 
and press thve A button. 


BEAM 

Thi 5 5hri?w5 %vhjch beams Samus is using. You 
pewerfut effect, but the 5PAZER and PLASMA beams 
simullansoLisly. 


SUIT 

This shows which 


MISC. 

Use (hi& to check Samue' special powers, 
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DATA SAVE UNITS 

Data save units are ■found in eacfi area. If you 
brin^ Samus into one of ibosa, you ^ill ba* 
prompted lo save tbe dafa. 

To Mve ttie game data, select YES ard pmSs 
ihe A button. 

You can start tbe game over from ■wihere it was 
last saved. 


You can copy the data of one file to another file* 


I 

RESTART SCREEN 

When you restart a game, the planet ZetMs map sore^ .and tt»a map 
screen of itie area that you last played will be shewn attef you pass ihe 
option screen. 
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DATA COPY MODE 

If you want to copy your game data to another 
data tiJe, move the cuisor to [DATA COPY 
MODE] in the Samus Data screen, then piress 
the A button. 



(f) Select the data that you want to copy, and pcess tJie A button. 

(2) Select which file you want to copy the data to, then p^ess the A bullan. 

(3) Select YES, and p^ess the A button. 

(4) TIte ctaia has been copied. Press a.riy button lo return to the Samus Data 
screen. 


DATA CLEAR MODE 

If you want to erase saved game data, move 
the cursor to [DATA CLEAFI MODE] in Itie 
Samus Data screen, then press ihe A button. 


(1) Select tl^ dels lhat you wen lo erase and press the A button. 

( 2 ) Select YES arxJ press toe a button, 

(3) The data has been erased. Press any button to return to the Samus Data 
screen. 
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PLANET ZEBES 


the 

lg. Zebes 
planet 



Stans-hip acia ai; Samos’, base, 
gi/ibe SaFtius on herjoiimey. 

',. game data hers atid 

'¥ ^;^^§pwi1h energy ar>d m^sstles. 


KLDng,aci(;i^tronsul& 1 ^[^rfl an inctenl 
■^ivilisatii^^'-Cfasb landed on ^b^s. 
Ilis' is of -- 


ares ^- 


delugi 


RirABlOiA . 

The w&Jer worfd efZeles.fa full of 
KiMer cftjstacearis and fieTce ii«lv 


The 

Ts a maze hfMwy fol 


TOURIAN 

y ‘ * - “• - ■' • 

Ttnijian fs fhe conSrOl center forlhe ZebesFaa space 
pirates aixE the Mother Brain, The original Tourian . 
was located just below the surface. After Samus 
Aran aaaihilat&d the (orces of Zeiw^ the ftr&t lime. W^ ‘ 
this now Touinarv was built in a rtiore secure area. :■ ' ^ 


Na^fwfir^^ _ T; '■■ ^ ■ 

Norfasr is tJeep 

Zebes Ttie lava aad'fiea! prove to ‘ 
be ,too m^h for unprotected visitors-. 
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There are several special items scattered throughout the 
planet. Collect them and make Samus a more powerful warrior. 


! CHOZO STATUES 

j The Ancient btnd people o1 Zebes are 

I imnrK^rtaiizod In )he torm of s^voral aiatuoa 

$p9ttHTe<J thrpyghwl (1^ pJao^t. By fi[1irtg 
the bfJI?' thaj are held by many 01 these Cheio 
i stafejes, youhl reveal special items 

i 

j ICON ITEMS 

i Th^se ilem& appear ae icon& on the top of the screen when you cotlact ihem. 

Y(?U;pan cycle through them by pressing the item select bottori and return to 
; nofrral use of your beam weapon by pressing the item cancel button, 

MISSILE TANKS Methocf oi uee: Hina Sutton. 
For every fissile Tank uiai you collect, you'll have me 
capacity to carry five more Missiles, 


You can refill your Missile capacity by tapping in to a missile 
charge unit. 
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SUPER MISSILE TANKS 

Method of uee: Hne Button. 

Super MiesiJes are much rnore powerful than siandard Missies-. 
For every Super Missile Tank that you collect, you'll be able to '■ 
carry five more of these explosive items. 



Block;^ that show the Sups^r Missile Icon can i>a desiroyad by 
Super Missiles. 


B POWER BOMBS 

Method of user Fire Button in a roiled up state. 

The blast of these powerful bomba can hit everything on the 
screen. 

Blocks with the Power Borrtb icon can deatreyed by Power 


H GRAPPLING BEAM Method ot u»e^ Fire Button 

You can use this beam to grab ditto speclaJ blocks, then swing 

into open areas. 


You can shoot the Grappling Beam into melallic blocks with 
holes in the center. 



' X^RAY SCOPE 

Method of use: Dash Sutton held down 
(Samus oannot move while using this item} 
This item allows you to see hickEen passages 
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ENERGY ITEMS 



ENERGY TANKS 

Every Energy Tank (hat you coltect will give Samus 99 lifwts o( 
energy. 




You CHTi refill your Energy Tarrks to capacity by Tapping in to 
an energy charge unit. 


RESERVE TANKS 

Method of use: Bring tfie cursor to RESERVE TANK on 
the SAMUS screen, then press the A button to start 
supplying energy. 

Reserve Tairks act as Samus' anergy fourca. 

Reserve Tanks ai^ ©irtpty when you collect them. 


V/hen you destroy enenny creatures, 
they often feave bettirtd Msssiles or 
Entergy Batts, Collect these items to 
add to your Missite and Energy 
supplies. 

Energy 




Missile 


Super Missile 
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Big Energy Bell 


ifl 


Power Bomb 


BEAM ITEMS 

At the beginning ot the game, Samus equippeci with a normal beam. You o||>; 
lr«rease Samua' power hy collecting new beams. -Some beams c0.n be 
combined wfth other beams for even more power and djversily. 

CHARGE 

The charge Hem allows you So charge your beam and send out 
a Super-powerful blast, _ 


ICE 

The Ice Beam Ira^zea enemlea for a short time. You can u&e 
froien enomios as pioHorms- 


B WAVE i 

The Wavs Beam sends out a. oha.rge in a wsvy partem and- 
pierces some obstacles. 

H spazer 

The Spaze't Beam is a. three beam altaol! allowing you to h^’ 
objects in a wider rar^. 

PLASMA 

The most powerful of all the teams can destroy several tarf^ft;s 
at once. 
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SUIT ITEIVIS 

There are two special suits whicJi allow you to explore tjlffoTerirt area& of ifie p<aflel- 


H varia suit 

This soil ou)5 the damage Ircwm 
enerny attadw in half and aflows you 
to explore ir high-tompafatefe zoiws. 




GRAVITY SUIT 

This S-eit raduees Ihe damage from 
enemy attacks to one fourth and 
allows you to move ireely in water- 
filled areas. 



BOOT ITEIVIS 

These items increase Samus' mobility. 


H hi-jump boots 

The Hi-Jump Bools allow Samus to reach higher places. 



SPACE JUMP 

With the Spac^ Jump Boots, Samus can iump continuously in the 
air and fly through open areas. Tp cerate this iterrt, ptfess the 
jump button just after Samus peaKs in a somereauH junip. 



SPEED BOOSTER 

These bools allow Samus to run ai a super high speed and make 
her invincible as she funs tiiFpugh enemies. 


Blocks with the Speed Booster icon rmelt away when Samus runs 
into or over them at super speed. 

' The Space JitfT\p and Speed S'ccsifer csnnpf pe u$s<l ir? waisf 
djntess Samus js usinig the Gravity Si/it 
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SPECIAL ITEIVIS 

These items give Samus special powers. 



MORPHING BALL 

You can use the Morphing Ball to make Samus roll into a ball 
and squeeze into narrow areas. 



BOMB 

VVhen you have the bombsK you can set explosive devices by_ 
making Samus rolf into a ball and pressing Ihe fire button. 

In addition to damaging enemies. Bombs can blow open certain 
sections of the floors and walls. 



SPRING BALL 


The Spring Balt allows Samos to |ump whit# sh# is rolled 
into a ball. 


up 







SCREW ATTACK 

This powerful item turns Samus' suit into a weapon. When the 
Screw Attack is activated, Samus can somersault into enen\i,es 
and blast ttiam out of the air. 

' The Spraw Att^cff </dep not work irt wafer Sarrr<j^ >$ 

weefing ihe Gravity $i/iT 

















The doors on Plsnet Zebe$ were designed to prevent 
irvtrudsrs from moving freely through the areas of the 
planet, Samus must break down these doors In order to 
move on to the next area. 

BLUE DOORS 

These doors cefl Ue operiied lay Saanaa of Bombs. 


RED DOORS 

These ■doors open, irom trie impact of fw« Missites or one Super 
Missife. 


GREEN DOORS 

A Single Super Mlasibe opens Green Doors, 


YELLOW DOORS 

Super Bombs epen Yellow E>oor5. 


METAL DOORS 

Mstal Doofs can only be Opened when ibey are flasTnr^. You can 
make Metal Doors flash by defeating certain enemses. 


There are several metal in the passages of Zebes. The color 
of the lights above (hese poles should give you an Idea on how to 
make ihem move out of the wary. 
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THE CREATURES OF 

The fortress planet Zebes is packed with living creatures 
and traps set in the relics of ancient civilizations. Here are 
some of the creatures that you’ll encounter in your journey 
through the planet. 


CRATERIA ENEMIES 



THE EIIEMtES IN CDATEFtlA ARE FLELATIVEU WEAK WHEN COMPARER TO THE ENEMIES 
OF THE OTHER AHEAS, &UT SO iS SANt JS WH^N SHE TOUCHES DOWN ON THE flANH. 
WATCH OUT! 

B RIPPER 

The amnor of those flyiriig 

creei.iuTee is so slrorug that w 

starKlard beam® cannot t 

beat them. L 


SKREE 

These creatures hang 
down from ceilings and 
drop as kilrudors 

approBKih. 


GEEMER 

Geemers crawl on iiiocts 
and walts- 


WAVER^fi^ 

Wavers fly in a wave 
jj^tlorn. 
















BRUVSTAR ENEMIES 

THE CREATURES OF THE ZEBESIAN JUNGLE ARE LARGELY PLANTS AND INSECTS. 
SOME OF THEM ARE EQUIFFEO WITH SEEClAL ARMOR 


REO 

TKiese creatures have sharp 
daws arxt ciae vi^iihsiand several 
htts. 


CACATAC 

These walking cacdi launch 
needles as a detensrve measure. 


SrOEHOPPER 

Si<te^ioppers pounce on 
mtiuders. wiih powerful lags. 


FIREFLEA 


'wr 

m 
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SPORE SPAWN 

fThe Mini-Boss of 
Bfinstar) 

This creature was 
genaticall/ enginaerad 
by nig spaoe pwates. ite 
weak point i& its core, 
which is preteded by the 
planfs hard shell. 



KRAID 

(The Boss of Brinstar) 

The ^iant lizard 
Samus with Ihomy projecliie 
spheres otil of its mouth. No 
- beams, missiles, or b 
any effect err its body. 

The creature' s waak 
point is unkrrown. 













NORFAIR ENEMIES 

THE m IN MGRFAm UMBEAHAeLY HOT FOR ADVENTURERS WHC AHE NOT 
EQUIPPED WITH A VARIA. THE CREATURES pF NORFAIR ARE EqUALLY HARSH. MOVE 
MREFULLY THROUGH THIS AREA. 


DRAGONS 

Thesti enemies lives in lava, and spit out flretalls. 


H maqdollites 

MagtMlites Have the power to tom 
into magma and change shape af 
wilt. They attack by tossing lava. 




CROCOMIRE 

<The Mint-Boss of Norfair) 
Tl>is hu^e croatore hias 
sticky 9kin and spits piaetTia 
balls.. When aUventorers 
attempt to fight ttie 
Crocomire, it becomes 
angdet with every blow. 



■ MULTIVIOLA 

The ttery Muitivbolas bounce 
ofl wall$ and ranclomly fty in 
fhe face of inlruders, 



RIDLEY 

(The Boss of Ftorfair) 

Ridley headed the mission to the 
Space Colony and stole Ihe Metroid 
Hatchlmg. Il whips out at onemtos 
wiin il£ long tail and eplls tire while 
ttyjng through the air, 


GERUTA 

This eiwmy defends itseff by a heat- 

r ieislanl sheM and attacks ceaselessly with 
. two targe oiawe. 














MARIDIA ENEMIES 

MARIDIA f$ ALMOST COMPLETELV MNDERWATER AND MOST OF THf ENEMIES EH THE 
AREA ARE AQUATIC CREATURES. YOU MUST HAVE THE OftAVlTY SUIT IH ORDER TO 
MOVE ARGUHO IK THE AREA. 
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SKULTERA 

Tliesa creaUjrds ane fish wilh boriy frames 
and joirttg that rotate meohanlcally. 


DRAYGON 

(Th@ Boss a1 h^aridia) 

The Oraypoo has an armor- 
like hard she^l which gives rt 
a lot of defensive strenglh. 


EVIR 

Thaea craatdfas 
fire ihomy tKiiieis 
from their lafcis. 


MOCHTROIDS 

MochtrowJs are Ihe space 
attempt at Metrouf clones, 
omatores, unlike the roal Matroids, are 
easy to deieat. 

OWTCH 

The hard shelled Owtchee keeo enemiet 


the 




WRECKED SHIP ENEMIES 

THE WHECKEO SHIP MAS &EEK SHUT DOWN S¥ THE FtOATIMC OHOST, PHAHTOON. 



GOVERN 

These sonte of shipwrecked c^eature& turn into 
evil spirits (hat wrap thernsslves arcend 
intruders. 




PHANTOON 

(The Bass of the 


WORK ROBOTS 

These rotots were bmll by ancient man to 
service the In&ide of the ship. Since the 
crash, ificy havo ^oria [:^p4etoiy haywire. 


The ghost of the ship 
tB^ in to the vicious 
brainwaves of the 
Modher Brain and 
attacks adveniut^rs 
with cSeadfy plasma. 














TOURIAN ENEMIES 


IM HER LAST RAID ON ZEBES, SAMII& DESTROYED THE OLD TOURIAN COMMAND 
CENTER. NOW IT HAS BEEN lUiLT AGAIN, IN A DIFFERENT LOCATION SAMUS' NEW 
GOAL IS TD INFILTRATE THIS AREA AND TAKE ON THE HEW LEADERS OF ZEBES. 



SPACE PIRATES 
—KEYHUNTERS 

I These preStureS a^e piretas 
from arxjttier galacfc system 
who helped rebuild Zetaes. 

I When they lose tlieir wrngs, they 
epil pov^iiul acid. 


SPACE PIRATES — 
ZEBESIAN5 

These (eared aliens are 


Known as the scourge of Che 
Oalaify. They are Known for 
stealing gafactic trading ships 
and leaving the crews 
elranded hn space. 
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;=LOATII\IG UFE FORMS - MEfROIDS 


It is said that Metroids are life 
forms created by an ancient 
civilization. Metroids engulf 
living creatures and absorb 
their energy* They are very 
intelligent and quick to 
reproduce* 



You will encounter many strange crealures that ware not irrlrodiicod in the 
previous pages. A few creatures offer bints on u^ing various techniques. 
Watch the gaitre play deit>ciri6tratiQin following the title sereeo for more 
clues on using &Bmus' hidden powers. 



Make it Short and Sweet 

There are several different ending sequences for 
the game. The sequence that you see depends on 
the amount of time tnat you log on the ptaoet. A 
shorler time results in $ Oetter ending. 
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WARNING 


\\ criJiii$ to copy video games. 1S USC 2319 

Nintendo games are strictly protected by copyright rights 
worldwide. Back'^up copies are not authorized and are 
not necessary to protect your Nintendo Game Pak. 

Please destroy any illegal copies that may come into 
your possession^ Violators will be prosecuted, 

If your Game Pak ceases to operate and It is not a copy 
and your Nintendo Control Deck has no alteration or 
backup device attached tc it, please call the Nintendo 
Consumer Assistance Hotline at 1-800-'2S£-3700 (U.S. 
and Canada) or your local authorized Nintendo distributor 
for assistance. 


■ WARRANTY AND SERViCE fNEORMATfON 


flEV-E 


3-MONTH LIMITED WARRANTY (F«r Hardware, 

Nintendo ot Amaflc-a ln«. (“Pllnl^ndo") warrants (t (h* orjQinal pwrchgsftr tt»gt the pfoducl 
(hardware, game pai(& and agoesscwies) shall Iw tciJjyi dalWts m niatefial and wori(rian&hip 
tor a panod af tlirea (3) menlhs Ifcrnra the dase 0* pLn'chasa, IF a ^Fect cowered by (his warranty 
occurs during Ehia tiiraa (3] mantti warranly psri^, Nrrit^ndO will repair 4r raptace the dlet^tive 
product or compananl pad. alllS U^ti Of ^drge. 

AODtTiONAL S^MOPiTM LlMtr£D WARRANTY (HardwBre Only} 

Nintertdo warr^rds 16 the Orialfial fHjrChSi&erthat the hardware product ahaJI toe free 1irom detects 
in mgl^rl^l and l6r 6* additiohil Ihrae (3) mentha beyond ttoe original a-monlh- 

wainfBrtly period ddSiribad abdvs If a delect covered by thi& wan-ardy occurs during this acMitlon-aJ 
S-mpnth ■mattattly pftripd, Nintendo will repair the defective hardware product or cemportent Irge 
<]>l The brigioal purctojiser Is entitled to thia additional S-n»nt}i limlled repair warrenry peily 

if ihg Cctisuirivr Pr^oi of Purchase Card (attached to the hardware packeging when spld) 1$ 
ratvErted pr’^itiplly ^fler the date eF purchase to Ninlerdo by the oilglna! parchqse-r pr Ihe prtgit^^F 
purchaser's retaifet. 

warranty SBRVfCE Oft REFAlR/SERVfC£ AFTER EXPRIPATION OF WARRANTY 
Vep m^y driry simple inslruclidna to correcl any problem with yaur product.Call the 
NINTENDO WOF^LD CLASS SERVICE^ Catosumet Aaalatance Holllne at: 1-SD{F-E55-37DD 
r4ih«r IKun ^bibg tb your retailer. Hours of toperation area a.m. to Mldril^hC Pd^MFlg Tith^, 
Monday - Saturday, and 6 a.m.to 7 p.m.. Pacific Time, on Sundays (timtos subj^^i Id ChftiVfleJ- H 
the problem cannot be solved over the telephone, you will toe ratarrf'Cd 14 the nearest 
AUTHORIZED NINTENDO WORLD CLASS SERVICE* Center or you will Ije offered express 
factory service through Nintendo. You aJs-o may refer lo your yellow pages piregiory u^dsr ihe 
heading of Video Games - Service £ Repair, for ttoa nearast awlltcirlsed setvice I44a1^n.ln Some 
Ir^stances, it may be neceasary lor you to gblp the compleie ptoA^, FRilGHT PREPAID AND 
INSURED FOR LOSS OR DAMAGE, to llw nearest eotvige localton. 

WARRANTY LfMITATIONB 

THIS WARRANTI' SHALL NOT AF’PLY If THIS PHODDCT; (a] IS USED WITH PRODUCTS 
NOT SOLD OR LICENSED BY NINTENDO (INCLUDING, BUT NOT LIMITED TO. NON' 
LICSNSFP GAME ENHANCEMENT DEVICES. ADAPTERS. AND POWER SUPPLY DEVICES); 
(b> IS USED fOH COMMERCIAL PURPOSES (INCLUDING RENTAL} OR IS MODIFIED OR 
TAMPERED WITH.{to> IS DAMAGED fiV NEGLIGENCE, ACCIDENT, UNREASONABLE USE. 
OR BY OTHER CAUSES UNRELATED TO DEFECTIVE MATERIALS OR WORKMANSHIP^OR 
(d) HAS HAD THE SERIAL NUMBER ALTERED, DEFACED.Oft REMOVED. 

ANY APPLICABLE IMPLIED WARRANTIES. INCLUDJNO W.ARRANTIES OF 
MERCMANTABILITYAND FITNESS FOR A PARTICULAR PURPOSE, ARE HEREBY LIMITED 
m DURATION TO THE WARRANTY PERIODS DESCftlEtEP ABOVE (3 MONTHS OR & 
MONTHS, AS APPLICABLE). IN NO EVENT SHALL NINTENDO BE LIABLE FOR 
CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THF BREACH OF ANY 
IMPLIED OR EXPRESS WAftRAMTtES. -SOME STATES DO NOT ALLOW LIMITATIONS ON 
HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OH 
INCIDENTAL DAMAGES. SO THE ABOVE LIMITATIONS WAV WOT APPLY TO YOU. 

This warranty Sives ytou ipedtic legal righls, and yeu may al&to have dher rights wtuctt vary Irom 
Male te etate. Niriftendc'e adCreea ie ae set iertri an 1ti« back gqver pi thi$ rna.aMal. 


Tits v^arrajii,! to vaM «ily in As Utjiad 3 mws. 





NEED HeIp WffH MAiNTENAWE, 

OStiERViCif CALL I-S00-25S-37D0. 






''vt; Nintendo of America Iric. ‘ ' 

RO- Bcjx 957, Ft^mond, WA 96073-0957 U.SA pflinT^o im .wfiw 





